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QUESTIONS OR PROBLEMS? 

Our main business number is (408) 737-6800. If you encounter disk or system related problems you can call our 
Technical Support Staff at (408) 737-6850 between 11 a.m. and 5 p.m.. Pacific Time, Monday through Friday, 
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If you need hints, call our Hint Line at 1 -900-73 7-H I NT. Recorded hints are available 24 hours a day, 7 days 
a week. If you don't hear the information you need, please write to us at Hints, Strategic Simulations, Inc., 
675 Almanor Avenue, Suite 201, Sunnyvale, CA 94086 (include a stamped self-addressed envelope for reply). 




INTRODUCTION 

Welcome to the wonderful world of story based 
computer adventuring. In this game you will 
be an active participant in an unfolding story. You 
assume the role of a character at a predetermined 
starting point and put together the rest of the story as 
you go. Like a puzzle, you will have to put the 
pieces of the story together to see the big picture. 
The picture you see at the end of the game may be 
like no one else's. 

Along your journey you may find magic items 
and loot. But more importantly, as you adven- 
ture, you acquire information that helps you find 
your destiny. Although your survival is essential to 
progressing in the story becoming the most powerful 
creature on the planet should not be your mission. 
Your goal is to find what your purpose is in this world. 

You will be taking the role of a character that is 
under the tutelage of Larkin of Bannerwick. The 
world your character is in is very different than ours. 
Here, magic fills the air, but magicians are hunted 
by a ruthless tyrant. Survival is an effort in itself. 
Only a wise and skilled player can hope to unravel 
the mysteries of this strange land. 
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WHAT COMES WITH 
THIS GAME? 

You should have the following items 
in your game box: 

• Rule Book 

• Disks 

• Data Card 

This Rule Book shows you how to 
play this game and it gives you 
important background information 
about the story. 

The Disks contain the game in a 
compressed format. You must install 
the game before you can play it. 

The Data Card explains, in detail, 
how to install the game onto your 
specific computer system. 

Before You Begin Playing 

Your Prophecy of the Shadow 
game disks have no physical copy 
protection. To assure that you have 
a legitimate copy of this game you 
will be asked for a particular word 
out of diis manual before playing. 

CREATING A CHARACTER 

At the beginning of the game you 
must establish the characteristics of 
your character. You will do this by 
selecting personality^ traits. The 
computer generates the character's 
attributes based on these personality 
traits. (Sex is not a factor in attribute 
generation.) 



Play With Thy Friends adds points 
to health and agilit}^ 

Study Thy Books adds points to magic. 

Balance Both Pursuits adds points 
to health, agilit}^, and magic, but to a 
lesser degree. 



Fight The Bully on Thy Own Terms 

adds points to healtii and agility. 

Learn to Avoid the Bully adds 
points to magic. 

Thou Wast the Bully adds many points 
to health but at the cost of magic points. 



PlogeSt The Grxnt of EaS< 
LearneSt to Piay Cb«SS 
Try Tby Hand at C>u90iitD9 
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Playest The Game of Baseball adds 
points to healdi. 

Learnest to Play Chess adds points 
to magic. 

Try Thy Hand at Juggling adds 
points to health and agility. 



Ike ThturgiS 
Health: 53 
.■\9ility: ^2 

Silver: 38 

food: 0 

Lar-jp Oil: 1 
Torches: 3 
Item In Use: 
Dirk 



Character Profile 

The char- 
acter pro- 
file lists 
all of the 
specifics 
of your 
character. 
It is also 
where cer- 
tain items 
are kept, 

such as arrows, food, and silver. 



Health 

Health can be thought of as a com- 
bination of strengtii, stamina, forti- 
tude, and vigor. Wlien health reaches 
zero the character dies. Resting is 
a good way to restore lost health. 
Healthy characters do more damage 
and hit enemies more easily tlian 
frail characters. 

AgiUty 

Agilit)^ is your character's abilit)^ to 
successfully attack and dodge enemy 
attacks. It is a combination of hand- 
eye coordination and overall nimble - 
ness. The higher the agilit>^, the 
easier it is to dodge attacks. Agile 
characters hit enemies more ofiien 
than clumsy characters. 



Magic 

Magic is the amount of energ)^ that 
your character can call forth in the 
form of spells. This is by far the most 
elusive of the traits. Many individu- 
als have high magic potential, but 
never know it. Without spells and 
catalysts, it is as usefiil as a lock with 
no key. Aldiough magic points are 
lost whenever spells are cast, their 
loss is only temporary. Stay fed and 
magic will gradually return. Resting 
will help restore lost magic points. 
Magic points do not determine how 
effective spells cast by that character 
are, unlike agility and health. 

Raising Ability Scores 

After the character is generated, 
practice increases ability scores. 
Practice involves using your skills. 
Each time a weapon is swung or a 
spell is cast there is a small chance 
of an ability score increasing by one 
point. A message stating that your 
character's sldlls have improved 
appears in the text window when 
this happens. 



^^^^^ 
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WORKING WITH THE 
INTERFACE 

The interface is the tool that you 
and the computer use to communi- 
cate with each other. It is divided 
into five areas. They are die character 
profile window, adventure window, 
text window, inventory window, and 
action buttons. 



Character Profile Window 

Health, Agility, and Magic: 

Definitions for health, agilit)^, and 
magic can be found under "Creating 
a Character." 

Arrows: This refers to tiie number 
of arrows your character is carrying. 
A good supply will be a great help 
on your journey. 



▼ Interface 




you Starch CloSclg... 
But find rjotbirjq'Of Interest 
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^Workinj with the Intcrfcice^^ continues.., 



Silver: Silver is a universal monetary 
item in Prophecy of the Shadow. 
It can be used to purchase many 
of the necessities of adventuring. 
Besides finding silver on fallen ene- 
mies, it can be earned by worldng 
in some establishments. 

Food: Food can be found on fallen 
foes or bought in several stores. With- 
out food, health and magic cannot 
be regained. Even the most powerfiil 
of wizards must eat. 

Lamp Oil and Torches: Lamp oil 
and torches provide an adventurer 
with the necessary fuels to perpetuate 
light underground. Because most 
adventurers find that they must 
explore underground at one time or 
another, and few are mages with die 
ability to cast spells for light, it is 
wise to keep a supply at hand. Lamps 
are usually favored over torches 
since they tend to last longer. 

Item in Use: Only one item at a 
time may be used. If an item is in 
use, its name is found in the character 
profile under "Item in Use:". Unless 
an item is necessary to perform a 
task, such as using a key to open a 
door, it is wise to keep a weapon as 
the item in use. Usually, only items 
that may be used more than once 
have to be placed in use. For exam- 
ple, drinldng a potion does not 
require that die potion fii'st be in use. 



[^g^ 



Adventure Window 




The adventure window shows your 
character's immediate surroundings. 
Your character is always in the center 
of the adventure window. You will 
be required to travel extensively to 
complete the game. By wandering 
around, you can gain valuable infor- 
mation about the world. 

Text Windovs^ 



you iiarch CloSily... 
But find nothing "O^" Interest 



The text window prints what the 
effects of the environment are on 
your character. By reading the text 
window you can find out the 
specifics of a combat, when healing 
has occurred, and the name of other 
creatures. For example, it prints the 
effects of the character's and enemy's 
attacks, be they weapon or spell. 



Inventory Window^ 




The inven- 
tory win- 
dow dis- 
plays icons 
of all the 
items in 
\ our pos- 
session. 

You can access items either with the 
mouse, by clicking on them with the 
lefi: mouse button, or by selecting 
the "Use Item" action button and 
the item that you wish to use. Only 
15 items may be kept at one time. 

ACTION BUTTONS 

Action buttons allow you to do a 
specific task based on what button 
you select. Thoroughly familiarize 
yourself with what these buttons do 
before going very far into the game. 
Some actions must be done in spe- 
cific locations in order to trigger an 
event. For instance, treasure may 
not be shown on the adventure wm- 
dow until you "Search" at the area. 

Look 

This button allows you to take 
JSl a closer look at the surround- 
ings in the graphics window. After 
selecting this button, select the spe- 
cific area in question on the adven- 
ture window and a line of text will 
tell you more about that area. 



Talk 

gjj This button allows your charac- 
.^Sl ter to attempt communication 
with anyone you're standing near. 
Keep in mind though, some people 
or things will not want to speak 
with you. This is also the gateway 
into the use of vocabulary. See 
"Using Vocabulary" for more details 
on talking. 

Attack 

This button allows yoi \ to 
attack enemies. Anything can 
be used to attack enemies that are 
adjacent to the main character. 
Missile weapons can be used to 
attack enemies further away. If die 
item in use is anything but a weapon, 
you will make only feeble attacks. 
See "Attacking" for more details. 



Weapons 

MELEE WEAPONS 



DAMAGE 



Hand 
Dirk 
Rapier 
Long Sword 
Great Sword 

MISSn^E WEAPONS 



1- 2 

2- 6 
4-14 
8-20 
10-30 

DAMAGE 



Sling 

Composite Bow 
Great Bow 



2-8 

4- 16 

5- 25 



^Action Buttons^^ continues... 



Magic 

If the item in use is a catalyst 
and you have learned some 
spells, you may use this button to 
cast spells. For a description of spell 
effects, see "Spells." After selecting 
the spell you wish to cast, its effects 
determine if you need to do any- 
thing else. For example, if you cast 
incindiere, you will need to target it. 
This is similar to attacking. 

Enter 

9 Use the door button whenever 
you want to exit the area you 
are in and enter a new one. If there 
is no way to exit the area you are in, 
you are told diat. Examples are when 
you wish to enter buildings, climb 
stairs, and descend into mines. You 
may need a specific item or group of 
items before entering some areas. 

Drop Item 

jtM This button allows you to drop 
Sb items. After selecting this but- 
ton, you are asked to specify which 
item you wish to drop, and then 
where you wish to drop it. 



Search 

This button allows your char- 
joLJ acter to search the immediate 
vicinit}^ You may only inspect adja- 
cent squares. When you "Search," it 
is assumed that all adjacent squares 
are searched. 

Use Item 

^'jjj Select this button when you 
ifl want to use an item in your 
inventory. Only one item may be in 
use at one time. However, the lantern 
may be lit and the flint and steel may 
be used without actually making 
them the item in use. 

If you are talldng to an NPC, you 
may "Give" them an item by select- 
ing this button. 

Rest 

I This button allows you to rest 
"^i if you are in a safe place. Sleep- 
ing will restore a limited amount of 
lost health and magic. Sleep when- 
ever you can so that you are at your 
best at all times. Note that you may 
not rest unless your character is tired. 
Only by attempting to sleep do you 
know if you can. 

Game Options 

ll^i This allows you to: access 
JEs game options, save your game, 
restore a previous game, exit the 
game, and find out about Prophecy 
OF THE Shadow. 
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USING A MOUSE 

Using a mouse makes pla)dng 
Prophecy of the Shadow much 
easier. A mouse provides quicker 
access to the action buttons and malces 
movement in die grapliics window 
easier. The mouse pointer has several 
different shapes depending on die 
actions you perform. If a mouse is 
active on your computer, a yellow 
cross appears in the adventure window. 

Look 

To look at specific features in the 
adventure window, hold the right 
mouse button down, move the 
mouse pointer to die ai'ea diat you 
wish to look at, and release the button. 
This is usefiil to familiarize yourself 
with the vocabulary used to describe 
various areas and items in Prophecy 
OF THE Shadow. The mouse pointer 
takes the shape of an eye when the 
right mouse button is held down. 

Talk 

To initiate a conversation, hold the 
right mouse button down and move 
tiie pointer over the person that you 
wish to speak with. The mouse 
pointer will be in the shape of an 
eye, but will change into a mouth 
once over the person you wish to 
speak with. Releasing the mouse 
button initiates the conversation. 



Attack 

To attack an enemy, hold the right 
mouse button down and move the 
mouse pointer over tiie enemy that 
you wish to attack. The mouse 
pointer takes the shape of a sword 
when held over an enemy. Releasing 
the mouse button initiates combat 
and the computer continues to 
attack for you until either your char- 
acter or the enemy is dead, or you 
initiate some other action. 

Use Item 

Any time the mouse pointer is not in 
the graphics window it talces the 
shape of a sword. Wlien the pointer 
is over items in the inventory win- 
dow, the name of the item that it is 
over will appear at the top of the 
inventory window. By pressing die 
left: mouse button, the item named 
will become the item in use. Items 
that have a particular effect do not 
become the "Item in Use." See the 
"Item in Use" section for more details. 

Drop Item 

Dropping an item is similar to using 
an item except the right mouse but- 
ton is pressed instead of the left. 
When the right mouse button is 
pressed a gray square appears in the 
graphics window. Move the pointer to 
an ai*ea in the gi'aphics window where 
you wish to drop the item previously 
selected. Press the right mouse button 
again to drop the item. 



^Usin£f a Mouse^' continues... 



Movement 

To move, hold die left mouse button 
down and move the mouse pointer 
toward the edge of the adventure 
window in the direction that you 
wish to move. While moving, the 
mouse pointer takes the shape of an 
arrow pointing in the direction that 
your character is moving. 



T Keyboard Commands 



KEY 


COMMAND 


TAR 


This places a cursor around an action button. The cursor 
may be moved to different action buttons. Press return 
when the desired action button is highlighted to activate it. 


ESC 


Lets you escape out of a window. 


L 


Activates the "Look" action button. 


T 


Activates the "Talk" action button. 


A 


Activates the "Attack" action button. 


M 


Activates the "Magic" action button. 


E 


Activates die "Enter" action button. 


D 


Activates die "Drop Item" action button. 


S 


Activates the "Search" action button. 


U 


Activates tiie "Use Item" action button. 


G 


Allows you to give an item to the person you are talking to. 


R 


Activates the "Rest" action button. 


SHIFT G 


Activates the "Game Options" action button. 


SHIFT S 


Activates the "Save" option. 


ARROW KEYS 


Allows a cursor to be moved in the direction of die aiTow. 



USING THE KEYBOARD 

Prophecy of the Shadow can be 
played solely witii the keyboard. You 
should familiarize yourself with the 
keyboard commands, especially how 
to attack, before you get too far into 
the game. 



SPELLS 

Spells are arguably the most powerflil 
force that your character possesses. 
Spells use the force of chaos to 
change the environment. The cata- 
lyst used in the process of casting a 
spell determines how much area is 
affected by the spell. Lead used as a 
catalyst allows the user to cast only 
the most basic of spells. More pow- 
erful spells require more powerflil 
catalysts. These catalysts have been 
forgotten due to their disappearance, 
and may never be known again. 

Note: You can cast a spell when 
out of magic points. However, 
doing so will borrow from your 
healtii. Should your health reach 
I 0, you will perish. 

* Cvemare Magnus 

A mage casting this spell briefly 
causes the effects of a small erupting 
volcano to come into being at a pre- 
determined site. Nine squares in tiie 
adventure window are affected. A 
wise magician does not target the 
ground beneath liim or pass tiirough 
such a site. 

# Curare 

This spell is used by mages to heal 
tiiemselves. It heals healtii with each 
casting. 



# Incendiere 

This spell causes a sphere of fire to 
appear in the caster's hand and may 
be thrown at one target. All creatures 
visible in the graphics window are 
within range. 

# Inlustare 

This spell causes light to spring forth 
from tiie very air itself An entire 
level is affected by inhtstare. If tiie 
mage leaves the level that the spell is 
in effect on, the spell wears off The 
absence of tiie mage causes the forces 
of Law to once again take control of 
the area. The duration of this spell is 
four times that of a torch. 

# Lamia 

The lamia spell allows the mage to 
take a littie of the life force of another 
living creature and use it to heal 
himself 

# Memoria 

This spell is used by a mage to bring 
chaos to the area around him so that 
later, he can sense it and teleport 
back to the location of the chaos. 
The location this spell is cast at is 
remembered by the mage until it is 
cast at a different place. 

^^Spdls^^ continues... 



* Oculorum 

By means of this spell, tlie mage is 
able to project his powers of sight 
directly above himself This allows a 
greater area to be seen in die graphics 
window. Tliis spell only works outside. 

* Repetere 

This spell allows die mage to tele- 
port back to the location where a 
memoria spell was cast. This spell 
only works if a memorici spell was 
cast prior to repetere. 

* Nictare 

The nictare spell allows the caster to 
be transported to any location on 
the adventure window. This is par- 
ticularly useful for traveling between 
one room and another when trouble- 
some walls block your path. 



# Tempestas 

This powerflil spell allows the mage 
casting it to operate outside tiie 
normal parameter of time. Others 
are not aware of the caster's actions 
until the spell's duration has passed. 
Simply put, time stops for everyone 
but the mage. 

# Terrae Motus 

The casting of this spell causes a 
minor earthquake. All creatures, 
including the caster, are damaged 
by the effects of the earthquake. 

# Umbra 

This spell causes the caster to become 
but a shadow in others' eyes, effec- 
tively rendering the mage invisible. 




BESTIARY 

Feral Rats 

Feral rats are aberra- 
tions of their smaller 
cousins. They attack 
an}diing they encounter. 
Feral rats make their homes in sub- 
terranean locations. However, they 
can also be found in deserted build- 
ings and the like. 

Dire Wolves 

These beasts are an 
evil form of wolves. 
Being somewhat larger 
and smarter than their 
cousins makes dire wolves extremely 
dangerous. They waste no time in 
attacking humans for food. Some say 
that they actually have a fancy for 
fresh human meat. 

Giant Spiders 

Giant spiders are a 
quite lethal variety of 
normal spiders. Giant 
spiders inhabit all 
regions and climes. Luckily, there 
aren't too many of these creatures, 
but their numbers do seem to be 
slowly increasing. 



Gnomes 





4 Gnomes are nefarious 
littie creaaires tiiat inhabit 
the world. The evil in 
l| their nature seems to be 
quite instinctual, for every attempt to 
purge the evil has been in vain. Some 
subjects have shown brief periods of 
improvement but a relapse is inevitable. 
Their origins ai*e unlaiown. In the 
past, some cities have offered boun- 
ties for extermination of gnomes. 
However, since Cam Tethe has come 
to power there have been no bounties 
allowed and the gnomish population 
is on the rise. 

Mor^foth 



I Morgoths survive by 
ftjCjlL utilizing their speed, 

^ "YJ" winged mobility, and 
poison in predacious 

II endeavors. In this 
age, an encounter with man quickly 
results with die morgotli falling into 
the role of the hunter and man 
falling into the role of the hunted. 
Escape is tiie best man can usually 
hope to achieve. 



^estinry^ continues... 





ProphecV 
Shadow? 

This is a map of the known world. 
Be aware, explorer, that much 
knowledge from the past 
has been lost to man. 
Do not be surprised if 
you find places that 
are not on this map. 
Many forgotten 
locations hold secrets 
lost for a millenium. Your 
task is twofold: find the 
lost secrets and fulfill 
your destiny. 



Creeping Ooze 




Creeping ooze is the 
term applied to the 
various amoeba-like 
slimes, oozes, and 



jellies that have grown to gargantuan 
size. Some have been Icnovvn to 
acquire a sentient intelligence with 
their growth but tliis is very rare. 
Their only concern is acquiring a 
new source of sustenance. 



Torlo/ts 




These creatures are the 
only known successful(.>) 
experiment of a late 
wizard. They appear to 
be a cross between a 



human and some beast of unknown 
origin. Apparendy this wizard wanted 
to make a low maintenance machine 
of war that was able to reproduce 
itself Torloks were his answer. Once 
the wizard was dead, these abomina- 
tions developed a will of their own 
and have resisted all attempts to 
eradicate them. They have even 
developed a crude culture based on 
hunting and gathering. It should be 
noted that a torlok hunts anything 
that moves and gathers anything 
that doesn't. 



Wild Gazers 

I Wild gazers are quite 

'^fSiih independent and lethal. 

^yiP Their abilit)^ to tiirow 
l| spheres of fire usually 
results in death for all who encounter 
these beasts. Due to their lack of 
interaction with man, it is not known 
if these creatures have a culture, or 
an intelligence for that matter. They 
do seem to have quite an appetite, 
though. Their ichor is prized by 
magicians for its magical properties. 



Zo7nbie 




This term applies to life 
that has died and been 
reanimated through the 
use of magic. Unfortun- 
ately, the organism 



brought back has only instinctual 
thoughts and no memory of any 
sort. A human brought back from 
death will be quite stupid and 
remain that way. This means that a 
fully functional human zombie will 
try to feed its hungry stomach. 
Research into this kind of magic is 
strictiy forbidden by the council of 
magicians. Some say, however, that 
work is indeed being done in tiiis 
field and there may be some advances 
in tills field since this writing. 



JOURNAL 



This journal was written by your chai*acter while being raised by 
Larldn of Bannerwick. It reflects the attitudes of the character as well as 
the prevailing attitudes of the people. It provides insight into the past 
and clues as to what tiie future holds. 
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J'm \\)A\\v\Q \\\\s ]oiAy-y\o\ so \\\e, people 
j-ufwj^e will l<^'^o\v some+KiJ'xg oj- wkat li-fe was 
like \Y\ \\\\s age. Pi^om Kej^e on ouf ZJ will wnfe as \^ 
D wei^e speaking dij^ecfly fo you. Since fkis is +ke 
sfoi^y o-p my llj-ey you migk"!" as well feel as ij- J'm 
fellik\C[ If to you fw^s^ Uand, 

J'm noi Wl^ifi^Ag tkis so muck because D j-eel fkat 
my lij-e is oj- sigi^i|-icai'v+ i^ofe^ noi^ fkaf It will be. 
J1I be koiaest; J'm WJ^I+ing fkis mostly because D 
wa^Af to make use oj- my ability to WK'ife. My M<^steK^ 
spent many kouf*s feacking me and D spent many 
mo\*e. pf^acticing. Df would be a waste j-ok* me not to 
use my talents — jew as tkey may be. A^y A^aste>* 
says tkat ke keeps a journal simply to aid kim in 
K^emembenng wkat ke kas done. "f-le says tkat you 
can kave an acoui^aie. undek'standing oj- tke pi^esent 
only if you kave a clea»^ undej*standing of tke past. 
D tkink ke wt^ites in kis jouK'nal just so O'W WK'ite In 
mine. His is pj^obably filled witk doodles, 



J Ideally <\oy\\ Ukaow wke>*e to beglj-x. J tKli^k 

a^'vd go ■[■F*om fKe>^e. 

My M^^sfeK^ LaF*l<iK\ of Ba»iKve»*wicl<y is a w^an 
+ka+ is K>ei+ke>^ ►'ick nov- poweF^f-ul. yAs +ke 
island s keale.KV \\e. e»^joys a ce,^\o\v\ amownf 
impuJ'xifyy but tkat s about it. Jt is pi-^obably because 
o"[- tkis aloj'\e tkat +ke towj'A tolemtes my pi^eseJ-Ace. 
My Mastef^ kas a small gaF^den af-Ad a j-ew at^imals 
witk wkick we put [ood ok\ tke table. fact; J7 put 
tke majoj^ity of tke food o^^ tke table^ foi^ my }\l\c\s\e,\^ 
speK\ds most of kis time ^*oamiK\g tke isla^Ad looking 
fo»* m»^e ke»^bs and otke»* ingj^edients fo»* kis kealing 
ointments and aonaooWons. Wken J'm caugkt up 
on my woj^ky studies included/ J like c\(zoovv\pa\'\y\\'\(^ 
my }Aas\e.^ on long walks. We sea^*ck fop' tke 
mf^ities tkat tke island kolds and kave long 
discussions (Ayo\A\ eve»*ytking. 

Jt is on tkese walks wke^*e J j^eceive most of my 
e^^iKOcxWon. Jt is; by fai^^ wkeK^e tke best 
discussions we kave a>^e keld. Vou see^ my Master* 
is a vej^y intelligent man and kis tkougkts af*e not 
clouded by tke supek^sfition tkat fogs most of tke 



island s inkabitants. J ofi-en wonde»^ wky we kave 
to be walking befoj^e my M^iste^* will intf^oduce a 
pa>*ticulaF*ly juicy topic fo^* discussion, Tke kouse 
kas all tke amenities foK' a o^oo<\ e,Ai\oa\\o\'\ and none 
of tke distj^actions of tke outdoo»*s. My Mc^ste^* says 
tkat my ^^amenities'^ stop at tke fouf* walls/ wkei*e my 
e,^\AC,c\\\oY\ does not. He says tkat tke kouse acts as 
a containe»^ wkick limits tke gp'owtk of tke mind. 
Only by placing tke mind in an \A\'\ooY\\a\Y\e,<^ 
ey\v\to\'\me.\'\\ may it gK'ow in any and all diF'ections; 
witk only its pei^ceived limits stopping it. 

J<^ov\ \ know if J believe tkis. J sometimes tkink 
tkat tke treason we go outside is so tkat tke 
sun can waK'm my M'^steK' s old and tiffed body^ and 
tkat tke walks av-e. to skake tke a^*tk^'itis fi^om kis 
bones. Tkei^e a>^e a few places on tke island tkat 
(U kaven't been to. My M<^ste»* foi^bids me to go to 
tkem. "Hie says tkat no ingj^edients can be found in 
tkese ai^eas and tkat tkey only kold undesimbles 
suck as bandits. Tke town is also one of tkese 
a>^eas and J don't know wky. Suj*ely tkeK'e a>^en't 
any bandits tkek*e? C7n any casey ke is Tke Mastei^ 
and J am not. 




Oiw- y^elaVwnslvp wi+K people is peculia^^ Mosf 
people will avoid kim if +key can. My MasfeK' 
is viewed by mosf fo be someoi'xe as close +o magic 
as one can be wifKout actually being a magician. 
Dv\ tkese fimes/ even the me^^e mention of jnagic 
dmws a slf^icf penally. M<^gicians a^^e k^elenflessly 
pei*secufed by (Sam Tefke. He s fke F^ulej* of fke 
landy but mo>^e about kim latej^. My M^stej^ says 
tkat ke doesn't know any magicians^ but J don't 
believe kim. "He knows too many people not to 
kave an idea wkep'e one is. ;AnykoWy people avoid 
kim. «U guess it s because tkey feaK' tkat one day 
C-am Xetke s men will someday come foi^ kim and 
don't want to be ay^ound wken tkey do. 

I wi II tell you tkisy tkougk. Wken one of tkei»* 
ckild^*en is sick/ like last weeky wken 
]^\^s, (^f^ovesnef* fell fi^om tke kay loft/ tke wkole 
town mskes to get kim. "Hie always comeS/ and my 
M^steF* does wkateve^* ke can to kelp tkem. He 
was too late fo>^ M^*s. (^^^ovesne^*. Wken ke s done/ 
tke people tkank kim and J tkii^k tkey Ve sincef^e. 
Tke next day its as if tke da»*k clouds of feak* 
►*etum and tki>'>gs ay^e. back to tke way tkey wek'-e. 
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My Mastei^ doesn't seem to mind and J kave 
asked wky. fie says tkat ke doesn't/ and 
tkat D skould not eitke^*. fie says tke i^ewaf^d 
skould come fi^om tke act of kelping people. 
D undei^stand all tkat/ but wkat j^eally makes me 
cynical is tkat tkey t^^eat kim like a lepei-^ wken tkey 
don't need kim and wken tkey do/ we'f^e tkei»* best 
f>*iends. My M^^ster says tkat tkis is not tke way 
tke people want to be. Tkey avoid kim duHng tke 
Qood times because tke ckains of fea»^ kold tkem 
back. Only in times of need may tke people b>^eak 
tkei>* ckains and come to kim. Wken tke time of 
need kas passed/ tke ckains i^etum and life goes 
on. My M<=^ste^* says tkat tkis is Cam Tetke's doing 
and tke>*e a>"e only a few lefi- tkat aj*en't secui^ely 
ckained by Cam Tetke. 

X s you can see/ my M<^ster is indeed a 
y \ bj^illiant man. D only kope tkat wken ke's 

gone/ J'll be able to keal tke people as well as ke 
does, fie tells me. not to wo>*F*y about tkat — tkat 

J'll do fine. Jn any case/ D kope ke doesn't die 
any tin-Ae soon. 




Magic - now tKa+'s a topic +Ka+ D Kope you 
Kold to be as iKifei^es+if-ig as J do. 
WKeneve»* J cai^ J f»^y fo fwisf +ke discussioi^s 
fowai^d fke topic of magic. D fkiJ^k my Mas+er ca^'^ 
se-nsa this ahd often tells me fkaf if J put as muck 
effort info tke gaf^det^ as D do into lea»^K\ing al^ouf 
maQiCj we'd eat like kings. Tke me>*e fact tkat J 
may kold any talks about magic witk my Maste»^ 
tells you sometking aljouf kim. 

My Mastei- says tkat tkej*e was a time^ long 
agoy wken macjic was as abundant as tax 
collectof^s a\^e. foday. TSlow^ ke saysy magic is as 
f^aK^e as some of tke ke>^bs tkat we find but once 
a yeaf*. 

J once asked kim if ke was a magician^ but ke 
avoided answeHng me. -He only said tkat 
some people tkougkt ke was and otke»^s tkougkt ke 
wasn't. J don't tkink tkat ke is »*eally a magician^ 
but J kave seen kim keal some people tkat m'lghi- 
as well been fungus food. To tkis my Master* simply 
says tkat magic is not sometking tkat gf^ows in tke 
gi^ound; but mtkej* gi^ows in tke individual. Tkat 




magic does kave tke capability to keal people, and 
a gj^eat deal mo^*e. Remaj^kable i^ecovenes made 
by some people ay-e due to magic^ yeS/ but it came 
fj*om tkemy not kim. Jt was tkei»^ will tkat called tke 
magic and my J^asfe/s potions tkat ckanneled 
tkem. Jt is tmey koweve^> tkattke people don't and 
won't believe tkis^ pK'efef^^^ing to believe tt^at it IS 
puh^ely my Mcvstei^'s doing. 

J do know tkat j^eal magicians cai^K^y wkat is 
called a catalyst. Tkis catalyst F'educes tke 
ene^'gy yequ'n^ed to ckannel magic tk>*augk tke 
magician by ckannel Ing it tk»^ougk tke catalyst. 
Tke enei^gy y^equ'n^ed to ckannel magic would 
completely consume tke magician if it we^^e not foF* 
tke catalyst. 

Some catalysts wof*k betf-e>* tkan otkers. Tkis is 
wky my yVlastej^ gives diffe>*ent potions to 
patients foF* diffej^ent needs. Since tke ing^*edients 
ai^e so i^ai^ej ke only gives patients tke minimum 
amount of catalyst according to tkeiF^ neea . 




MY Masfei^ says fKaf i^eal magiciaias use 
keavy mefals |-o»^ cafalysf. TKey a^^e 
supposed \o be +ke besf cafalysfs. f-|oweve^v of all 
of fke keavy mefals^ only lead is leff-. Tke ofkei^s 
kave been used in fke pj^evious ages and ai^e now 
no+kingi but memo^Mes. Since fke ingesfion of lead 
»*esulfs in fke deafk of fke pafienf^ none can be 
usedy even if my Masfef^ kad any. Offen^ wken we 
ai^e scouj*ing fke island fo^* ingF*edienfsy «U keep my 
eye open fo>^ a fmce of lead. J fkink fkaf my 
Masfe>^ knows fkis and is a\y\use,d by if. Some-day/ 
wken J find somey vUll kave my laugk. 

Jn facfy my hAas\e.y' says fkaf many of fke 
ing>*edienfs of kis pofions ay^e, becoming ^*a^*e^^. 
f-|e doesn'f know wky fkese ov'Qa\'\\a cafalysfs 
af^e in decline^ buf if is a »nai+ei^ of gf^eaf conce-y^n 
wifk kim. *|-le is cej*fain fkaf if is somekow 
infej^wined wifk fke WifkeiHng. J'W fill you in 
lafef^ abouf fke Wifkej*ing. 

X 1 oWy abouf (Sam Tefke^ ke joules as ^*egenf 
y V in fke p^^incess (SIspefk s place. Pi^incess 
filspefk is fke sole keii^ of fke fk^'one. Recenfly^ fke 

pjNncess disappeai^ed. Cam Tefke will conWrnAe. fo 
i^ule in ke>* place, unfil ske »^efu>^ns. He blames fke 
mmoK^ed council of magicians. My M^^sfej^ says 




fkaf if fkej^e is a counc\\ of magicians^ fkey would 
kave fo keep fkei»^ idenfifies secK^ef in oi^de>^ fo 

p»*ofecf fkemselves and fkei>* loved ones. +"le 
doesn'f believe fkaf fke council kad anyfki»^g fo do 
wifk fke disappeaF^ance and neifke>* do D, C^m 
Tefke sp ends mok*e ^*esou^^ces seai*cking fo»^ fke 
council fkan ke does fke pHncess. +"le says fkaf 

once fke kidnappet^s ai'^e bf^ougkf fo jusfice^ fke 
pHncess will fum up. Wifk eack new deafk/ C-am 
Tefke says fkaf ke is closer* fo fke p>*incess. D 
don'f fkink ke unde^^sfands fkaf if fke council didn'f 
kidnap fke pnncessy ke will kave wasfed kis fime 
and killed fke WJ^ong men in fke py^ocess. SuF'ely ke 

musf know fke Hsk ke s faking. 

X 1 of foo long ago; one of Cam Tefke s agenfs 
J v burned fke fei^i^y fo fke mainland in oi^de»^ fo 
keep a suspecf ff^om escaping. CJf was all quife 

excifing af fke fimey buf now fkei^e s no fek*>^y and 
no way fo fK^ade wifk fke mainland. 

My Masfe>^ gefs infuF*iafed af Cam Tefke s 
lack of foF^esigkf . He wonde>^s kow muck 
fkis lack of fo^*es^gkf is i^esponsible fo>^ fke 
WifkeK^ing. Tkaf s ^^igkfy O kaven'f wi^iffen of fke 
WifkeF*i ng kave CJ? Tken D will do so now. 




K'ipAg is fke. fe.»^m people, use fo 
desci-lbe fKe dacaymg of +Ke land. Oldei^ 
j-aj'Nn'xej^s ai^e always complalk\iK\g abouf Kow 
small +kel»^ ci^ops ay^e. now co\y\pa\^e,d fo kow big 
+key used fo be. My Masfer fkinks fkaf +ke land 

is dying because oj- +ke diminisked pp*esence o|- 
ca+alysfs. He fkinks fka+ wifk +ke e^fincfion of 
cafalysfsy fke wo>*ld wi+kei^s and dies, -f-le 
descHbes if like fkis. life on fkis woK*ld is like 

fke keaf of a ligfkf c.a\'\d\e., fken wken fke wick 
mns low^ fke aav\c\\e: will slowly cool and finally 
wifk fke end of fke wick y^e.ac\\e,d/ fke candle 
goes ouf — neve>^ fo be lif aQd'm. 

X s foF* myself, my Masfei^ fells me fkaf fke 
y \ fown found me as a \Dc\\De., kalf-d»*ownedy 
wasked up on fke skoj^e. A^y AAasfe^* fook me 

info kis kouse fo see fo my quick j^efuj^n fo 
kealfk. He kad no inifial infenf fo keep me. 
Howevej^y upon my ^^efu^*n fo kealfky ke found 
fkaf fke fown kad come fo fkink of me as soK'f of 

a cuK'se. Tkey didn'f know kow a babe could 
kave suF^vived fke »*aviskes of fke o<ze.cxv\ long 
ay\oi\oi\\ fo wask askoF'e. y\nd affeK' seeing fke 
skape CT kad been in/ fke fown believed fkaf 



only fk»*ougk fke use of \'\'\ckq\c was my MasfeK' 
able fo save me. Tke fown felf fkaf my Masfei^ 
was besf suifed fo Kaise an o\'p\\cw\ ckild. Tkis is 
pi^obably fke f^eason fkaf «U'm nof allowed fo visif 
fke fown. ]SAy AAasfev* wo>*)^ies fkaf fke fownsfolk 
will pe^*secufe me if fkey can. O fkink ke 
wo furies foo muck. Jn fimes of ange»* ke doesn'f 
foj^gef fo lef me know wkaf kind of burden 
CT've been fo kim^ buf deep down J don'f fkink 
ke'd kave kad if any ofke»* way. 

Well/ fkaf s abouf if foi^ now. Z) kope D've. 
caugkf you up a liffle bif. D'W w»*ife moF*e 
fomo»^F*ow nigkf . XDmo>*»*oW/ my A^asfe>^ and J 
a»*e f traveling fo Banne»*wicky me fo>^ fke fit^sf 
fime/ fo buy some supplies. J7f usually doesn'f 
fake kim foo long^ buf wifk fkis being my firsf 
fime sI7 suspecf fkaf if migkf fake awkile. 
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IBM* AMIGA* MAC -$49»' 
By Micro Magic. 

TO ORDER: 

VISA/MC- call 1-800-245-4525 
(USA & Canada). By mail - send 
check or money order for $49.95 
plus $4.00 shippings, handling 
to: Electronic Arts, P.O. Box 7530, 
San Mateo, CA 94403 
CA residents add applicable sales 
tax. Specify computer format. 
Allow 1-3 weeks for delivery. 



The Dark Queen or Jfemv. 

The epic began with Cmamfioms of /torn. 
Then, the adventure continued in 
Deaw Moms ofKrytih. Now, the final 
chapter in SSI's award-winning 
DRAQOMLATICE™ fantasy role-playing 
trilogy is here. The Dark Queeh of 
Mrm propels you across the sea to 
Taladas for the final battle against 
Krynn's worst nightmare. 

The Dark Queeh of l^mn boasts 
a fully evolved version of the 
award-winning game system used 
throughout SSI's famous gold- 
box series. Transfer your 
characters from Death I^ights 
OFMYnnmth levels, money 
and items intact, or create new 
nth level characters. Then 
prepare for an awesome experience, 
including the Rrst-ever underwater adventure 
area. Battle strange and malevolent monsters 
never seen before. Uncover powerful new items. 
Achieve character levels up to the 40m level! 

All this plus state-of-the-art graphics and 
crisp, clean, digitized sound means you're in 
for an AD&D® fantasy role-playing adventure 
of a lifetime! 
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You dont have 
to go it alone. 



HOW would you like 
an all-knowing, 
all-powerful companion 
on your quest to defeat 
the dreaded Prophecy? 

Well, this Prophecy of the 
Shadow Clue Book is just 
the companion you seek! It's 
an indispensable player's 
guide that provides: 

❖ Detailed maps for the 

entire game, including 
locations of all major 
events in the adventure. 

❖ Lists of all major 
magical treasures and 
their locations. 

❖ Descriptions of 

encounters and treasures 
- you won't miss any part 
of the adventure or loot! 

Prophecy of the 
Shadow Clue Book- 

Companion of Champions! 



To Order: VISA/MC - call I-8OO-2454525 (in USA 8? Canada). 
By mail - send check or money order for $12.95 plus $3.50 shipping & handling 
to: Electronic Arts, P.O. Box 7530, 
San Mateo. CA 94403. 
California residents please 
add applicable sales tax. 
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